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Tag(unagged | ¥ Nothing
¥ .~ Transform Ef'emhing
P S X0 s Satic
%t}:&‘:iﬂgﬁj(\: IZ %EF% ‘i : /\J@JE,Z l./\ T\{/F’) T% % ::::'o" : ‘: Batching Static

Occudee Statc

Ground Add Co  0ff Mesh Link Generation
Obstacle (1) Reflection Probe Static
Obstacle (2)

Obstacle (3)

Obstacle (4)

Obstacle (5)

onent [TIEETN Help
Minimize #M
Zoom

Bring All to Front
Layouts

Services
Scene 81

Game 82
Inspector %3
Hierarchy 84
) ) ) Prqect 85
2. X—Za— > Window > Navigation otier %7
. . < o Audio Mixer %8
TNavigationV 14 >~ F 7 %ZF < rsstsurs %0

m:x::: Parameter

Sprite Packer

Editor Tests Runner

Lighting
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Frame Debugger
Navigation

Console

Collab History
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Obstacle (3) Navigation Static 4
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|
EXTZ/LF—E21—T

fEE#)GameObject % &R NavigationArea’% Not Walkable(Z

3. SEIEEEYD LzH5hrE7-<HULD T,
EISILF—E1—TCEEYEERL.
Navigation™ 1 > k7 ®ObjectZ 7D

NavigationArea= Not WalkablelZ 9 3%,

© monolizm LLC



LTE1T 7 U

NavMeshD & FE

Generated Off Mesh Links
Drap Height C—
Jump Distance o 1]

» Advanced

HF2HENEFEVETERRIND

4 Bake&® 7% B =Baked & v T,
ZH9HESITHEAEAZBEETETEL TERRL TIN5,

© monolizm LLC



LFBHnT 7 U

NavMesh®D i%E

4
Agent Radius 5|
Agent Height 2
Step Height 0.4

Step Height conflicts with Max Slope. This makes some
slopes unwalkable.

Consider decreasing Max Slope to < 14.0 degrees.

Or, increase Step Height to > 2.50.

Generated Off Mesh Links

(Q 0| & |% |+ | Drop Height 0
Jump Distance 0
» Advanced
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NPCo e (NavMeshAgenti&E)

© Inspector

¥ [Dog | [Cstatic v
Tag [ Untagged 4] Layer| Default 3]
¥ .~ Transform ,
Position X[117.2 Y45 Z-139.1
Rotation X Y iZ
Scale X[10 Y 10 Z[10
V0. Sphere (Mesh Filter) *
Mesh [WiSphere "o
¥ @ ¥ sphere Collider ,
Edit Collider
Is Trigger O
Material [None (Physic Material) lo
Center 0 lylo zlo |
Radius 05 |
¥ | [ Mesh Renderer *,
Cast Shadows [on __ ¢
Receive Shadows 4
Motion Vectors
> Materials
Light Probes [lend Probes :)
Reflection Probes (BlendProbes 4]
g
¥ ¥ Nav Mesh Agent 2,
Agent Size
.5
Base Offset 5
Steering
(C—— N IE | 2
Angular Speed 100
Acceleration 100
Stopping Distance 50
Auto Braking ¥4
Obstacle Avoidance
Quality High Quality D
Priority 50 |
Path Finding
Auto Traverse Off Mesh Link ¥4
Auto Repath ¥4
Area Mask [ Everything n

1. NPCE LT [Dogl #—LFT7 7 bEVERL.
NavMeshAgenta v;R—% > b %BI19 3,

AddComponent > Navigation > Nav Mesh Agent
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Agent Size

Radius I—YzrzrvhO¥FR, BEYPROI—Vy NEOFROHBEICERENET,
Height RECH2EEYOTERORIZOCI—Vz Y HRBETIESE,

Base offset RSYRT7A—AERYy h Revhcd20UVay YUV — (AFE) oAT7EY b,

Steering

Speed BEoREE (B XA—FL/P) .
Angular Eliz0R&EE (8L E/)

Speed

Acceleration EBEMEE (B XA—NIL/BOFEH)

Stopping T—ILIBIC, COREBEETAETVWSI—Y Y MEED X,

distance
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Braking FRICIIENCTZ2LENED £,
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Link
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1. NPC%=&ih 9 DogControllerx 7 U 7" b % {ERK 8 ¢ 8

F—LAFTOz7 MIZT7EYyFLEWTH,

using UnityEngine;
using System.Collections;

public class DogController : MonoBehaviour {

[ public GameObject  TargetObject, 4/ Bfgtaa 1 HicemeGbiectis

______________________________________________________________

NavMeshAgent m_navMeshAgent; /// NavMeshAgent

// Use this for initialization
void Start () {

1
// NavMeshAgentaiK—3 2 &R 72 L OvR—Ry fAEE
m_navMeshAgent = GetComponent<NavMeshAgent>(); |

1

// Update is called once per frame
void Update () {
// NavMesh Vg TE TLVE45
if(m_navMeshAgent.pathStatus != NavMeshPathStatus.PathInvalid) {

1 1

1 1

1 1

1

! i NavMeshAgentic B #i % &7E
1 > 3 N S ~
: // NavMeshAgent(Z B #9#i 1z : BN G BESE
: :
1 1
1 1
1 1
1

> z 7AN 5 A
m_navMeshAgent.SetDestination(TargetObject.transform.position); PUECEEIEAAE NE DD LD
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2. DWTIZT LAY —%FH T PlayerControllerx 7 V) 7 k & {ER%
T—=—LF Tz bEESTT7RYyFLEWTH,

using UnityEngine;
using System.Collections;

public class PlayerController : MonoBehaviour {

public float Speed = 1.0f; /| BEEE m/s

// Update is called once per frame

void Update () {
Vector3 pos = transform.position;
float movelLength = Speed * Time.smoothDeltaTime;
if (Input.GetKey (KeyCode.UpArrow))
{

pos.z += movelLength;

}
else if (Input.GetKey (KeyCode.DownArrow))

{ pos.z -= movelLength;
ilse if (Input.GetKey (KeyCode.LeftArrow))
{ pos.x -= movelLength;
ilse if (Input.GetKey (KeyCode.RightArrow))
i pos.x += moveLength;

transform.position = pos;
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3. DogControllericPlayers —LF 7z b=ty L EKL

DNON ] main.unity - NavMeshTest - PC, Mac & Linux Standalone (Personal) <OpenGL 4.1> |
(ORI S | Bl [ eorvor [ cioba (& ] [Accoun:_- |
= Hierarchy © Inspector wiga
| Create ~| (@A ) Mesh | Sphere N
v@::_mé = v @ ¥ Sphere Collider ,
in Camera
Directional Light Edit Collider
¥ FinishVersion Is Trigger L
» Earth Material None (Physic Material) ]
Player Center x[0 v/ z[0 ]
Dog <pfe [05 ]
B,
[on &
Receive Shadows ¥4
Motion Vectors ¥4
» Materials
Light Probes Blend Probes 3]
Reflection Probes Blend Probes n
Anchor Override None (Transform) J:)
v ¥ Nav Mesh Agent @
Agent Size
Radius 0.5
Height 1
Base Offset 0.5
Steering
Speed 50
Angular Speed 100
Acceleration 100
Stopping Distance S
Auto Braking ¥4
Obstacle Avoidance
3 Project El Quality High Quality n
| create -| Priority 50 |
R e Path Finding
@A" Materlals Auto Traverse Off Mesh Linllv/
©, All Models
© Al Prefabs Auto Repath "
©) All scripts Area Mask [‘Everything Al
v || ¥ Dog Controller (Script) @ %
Vﬁ:m Script le DogController | o
&l main
Target Ob) Player ]
(& Materals el 2= __— [@Piay J
Scripts ,‘—m #.
> Shader | Standard -
—_— [ Add Component ] |
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